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After all 
those years, to 
stretch forth 
and fly... 


To rule-- 


as I was 
Jestined! 


I WHO — I DEMAND 
7TRICKEO THE TAME ENCHANT MENT 


HUMANS TO SET 
YOU FREE! Aad Wi aaah 


DEMAND!?! 


you vid all this 
out of pure selfish~ 

ness, [am free 
because of you... 


INDEED, 
MISTRESSS... VERY 
FREE! 


Very well... 
even such a miserable 
thing such as you must be 
of some use, 


I will grant gour 
boon...but you must use 
your power as an Elder to 
help destroy the humans 
who imprisoned me. 


As 2 gesture of 
thanks, of course. 
Nothing more. 


MISTRESS... 
I AM YOURS TO 
COMMANO! Ff 
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Attend 
me well, fool! 
We shall bring forth \ 
3 great ore army to Jestroy 
I .. HAVE.. the town. But to make 
IT.. MISTRESS! Fe ‘ it sweeter... 


vit shall 
be the foe familiar! 
{ Red Donald's enemies J] better, to 
to the west! the people of M 


GLORIOUS! 
ANO 7HEW YOU'LL 
CHANGE ME? 


"I call apon the ii "To stage 
Powers Dark that fill this the party with passions 
vessel~~bring to me the lover IJ. to herald a 
of ve ; cold enchanter ritaal play...” 
of Jeray..." ma 


WHAT 
IS THY BIDDING, 


GREAT ONE? 


Shimian! Herald my call 
to the nearby town's ¢ 
~-those I slaughtered ome 
y years before... 


Let the hamans 
ev at the clawing hans 
of their long Jead 
J ones! 


‘ONT AMAA 
CGOOLEVER SA... 
— MALAQU 2!" 


I SHALL 
VOICE YOUR 
SUMMONS, 
MISTRESS! 


Uncip? Soon, the death 
of kin against kin. : Little One. 
: j 4 always he aes 


A PROPER 
( USE OF SWAMP, 
MISTRESS! 


not today... 
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I KNOW THAT, 
WIZARD! BUT NEVER ‘ 
HAS SO MUCH BEEN LOST | 
WHILE I STOOO ANDO 
OIO NOTHING. 


; HOW CAN I REST? 
{ THIS O/SAS7ER FALLS 
DIRECTLY ON MY HEAD. 
a NO ONE ELSE |S 
TO BLAME! 


ATHER, YOU 
MUST BE CAREFUL! 
A YOUR WOUINCS 
WILL REOPEN! 


MEN, OUR 
JOB IS TO 
PROTECT X 
THE NORTH / 


«FOR NOW 

YOU MUST FOCUS ON 
HER GNDEAD MINIONS, 
GATHERING IN 

THE VALLEY. 


PALLADIA : 
MORS |S A VOLCANO, 
A TYPHOON--A 
BLINDING FORCE 
OF NATUR 


WHAT OF THE 
MAGIC THAT CAPTURED 
HER IN THE FIRST PLACE? 
COULON'T_ARCUS USE THE 

SAME SPELLS AS HE 

OID BEFORE? 


I JUST NEVER 
CORRECTED THOSE 
WHO THOUGHT 
OTHERWISE. 


j BE STILL, REO ‘ 
, DONALD. THERE'S 4 
NM NOTHING TO BE GAINED Jj 


HYPBERBOLE. 


THAT TYPE 
OF THINKING 


CAUSED THE WHELP §,. 


TO BEWITCA YOU 
IN THE FIRST 
PLACE! 


YOU ERR, ; 
CHILD. AS MUCH AS_%& 
I WISH IT WERE pile gag 


IT TOOK A 
UNIQUELY MAGICAL 
BEING TO BINO THE LIKES 


THEN 
WE ARE 
, DOOMED? 


DAMN...|'VE 
LOST NEARLY 
/ TWO THIROS OF MY i 
FORCES TO DESERTION. 
My ARMY STANOS 
AT JUST OVER 
400 NOW. 


HAROLY 
ENOUGH TO 
FACE THE UNOEAD 
HORCE, LET ALONE THE 
ELC0ER HERSELF. 


ARCUS 
WAS RIGHT 
BEFORE--MUCH ‘ 
AS I HATE TO ADMIT 
IT. IT CANNOT LET 
YOUR_PEOPLE 


f I WILL MOVE 
MOUNTAINS \F 
I HAVE TO! 


wTHE 7ICKERY © 
IS ENOED. NOTHING 
SHORT OF ANOTHER OF 
HER KIND CAN DESTROY 
HER, AND 7AA7~ é) 
IS UNLIKELY. 


WITH 
OUE RESPECT a ‘ = 
TO ARCUS, avo )| Bamana 1 vowcoo 
YOUR EGO... a. ‘ q YOU CAN BE, 
ok » * YOUNG HAM. I CANNOT 
IMAGINE WHAT A LONELY 
LIFE YOU MUST HAVE 
ENDURED TO SPEAK 
THAT WAY. 


nv expel it as they 


IN PAL Si <9 il . 
N PALLADIA'S VALLEY T their veath songs!” 


BUT, 1...] 
Meiree, wés 
WILL YOU UNMAKE } MURDERED! 


FARALYN'S 


SHUT UP, 
OL! Watch the 
gathering~~ 


Cart... 
turned... 
trapped. 


They rise! 
They Jraw power 
from their unholy 


YESSS...BUT T THE TAVERN... / 
WHAT ABOUT = rd 
ME! STS 


; HOW CAN 
YOU /NWS/S7 ON 
{ BEING THAT WAY | 
WHEN IT MAKES YOU 
SO UNHAPPY? 


WHAT I'VE 
WANTED SINCE 
I FIRST SAW 
YOu. 


IN THIS 
SHORT TIME, 
I HAVE COME TO 
LOOK BEYOND YOUR 
COLO VENEER, HAM-- 
I SEE AN ANCIENT 
OEPTH..A WONDER 
FOR LIFE! 


LET ME 
BREAK YOU 
peg chee” 
AD'AMRA. I 
LUE YOU. THANK YOU, BUT 
IT 1S THE PASSION 
OF THE DILEMMA 
THAT YOU FEEL. 


SINCE 
YOU /WVS/S7" 
{ ON BREAKING MY 
\. SOLITUDE, MY 
LADY... 


STIR FROM IT, 

MY LAOY. YOU WILL 
NEED AZZ YOUR SKILLS 
TO DEFEAT THIS 
THREAT. 


IAM 
STRONGER 
THAN YOU KWOW, 
HAM. MY FATHER AND 
I HAVE BATTLED VERMIN 
SENTIMENT CAN LIKE FPALLADCIA ACROSS 
ONLY WEAKEN YOUR THE FACE OF THE 
CAUSE. DOMAINS. 


HOPELESS 


you 
CHANCES ARE 
HOPELESS, N\ITH OR ANO WHAT DO 
WITHOUT ME. FAR TOO YOU MEAN “YOR” 
MANY ELEMENTS ARE i : a — CAUSE? 
Annee SS 2 


I CONFESS 


THIS TODAY, ANDO. 
YOU ARE THE FIRST 
TO KNOW, AD’AMRA... 
MY JOB AS TICKERY 

WAS ALWAYS TO 

PROTECT HER. 

I COULD WEVER 

KILL HER 


ANO SO, 

I WILL NOT 
FIGHT HER..I’M 
SORRY, MY 
LADY. 


HAM, 
YOU CAM7 
MEAN IT! 


In the 
shadow of m's 
S$, we stand with 
open maw, anv scream 
for retribution! 


By the essence 
of the SWAMPS,...gather 
the sum ofgour pain, anv set 


it LOOSE upon you-~ 


TWILL 
PALLACIA! 


HE'S ‘ 
EXMAUSTED! 
DELIRIOUS! 


Decades 

of it ice 
see their ent 

tonight. 


And now, little 
Ip, your time has 
come as well... 


; This Faralyn 
It's been who changed you must 
centuries since! Haye been a clever wizard 
saw you last, cousin or perhaps you were Buta 
Elder... : very stupid. promise is a 
: promise... 


it will serve 


DEATH! 
DEATH TO ALL 
WHO STAND AGAINST 
VAEVICTUS AS/NODl 


Come, cousin... 
let us apply some of 
that new found... 


BEGIN’ 
OF COURSE 
\T Witt BEGIN )& 2OON. 
SOON! 


HAVE YOU 
NO FEEL/NG FOR 
THESE PEOPLE. THESE 
LIFETIME FRIENOS 
WHO ARE ABOUT 
TO,DIE? 


ARE 


YOUR DRDEES LORD YN? FETCH my 
CONALD? MOUNT. WE 
GATHER ON THE 


NOT KNOW _ ME, 
YOU JUST 7A/NK 
YOU DO... 


--THEN TELL 
ME WHO YOU 
AR 


I GUARDED 
THIS SPOT. KEPT / / 
R ' THIS SPOT, 
DECADES. : 7OO, COULD BE 
- ¢ THE SITE OF 
YOUR GREATEST 
FAILURE... 


COME_ANO 
CEFENCP YOUR 
PEOPLE--OR BE 


BRANDED 
A COWARD AND 
A FOOL! 


ay LO YOU 
KN fn. 


W OF NY 
PEOPLE! OA YOU 
WISH 70 SEE THE 
REAL TRUTH, 
My LADY? 


WELL, BUT 
REMEMBER... ] 


, .. THERE ARE 
SOME BOUNDS EVEN 
TRUE LOVE CANNOT 

TRANSCEND. 


headed back 
id-season 
in comic 


s, but only 
comics—_ 
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a Your Ores 
will be VICTORIOUS 
this Jay, , 
BALGOT. 


~ The balk of 
the craven HUNAN 
troops have scattered! 
Those remaining 
COWERbefore us! 


HAL PALLACTA, 
DREAO MOTHER OF 
LS ALL! 


YOU SHALL 
JOIN AY RANKS, 


Then to 
GLORY, my 
children! f 


Ware] FOR RED 
lie CONALD! 


/ These HUMANS 
Veal death with 
COMMITMENT. 


Although 
the LITTLE ONE holds 
his own... 


I WILL A/S 
YOU, ORC, ANDO CLAIM 
WHAT |S AWE. 


FOR O@ 


GLORY, MEN! 
ACVANCE! | 


YOU ARE 
NO MATCH FOR 
TROOPS WHO CANNOT 
QIE, HUMAN! ; 


a 


pahma oldr 


-Idu wihenki \ 7 RELEASE 
meldu wher . ME, PBL THING. 


salme... I WILL... 


YOU..WILL... 
OIE...YOU..WILL... 


AARRGGGHA! SS 


"TIS TIME TO 
END THE CHARACE. 
A HERO, I HAVE NEVER BEEN 
--BUT A WIZARDO..7AA7T 
IS WHAT I AM!" 


A BLAST 
FROM ARCUS. 
HEADING AWAY 

FROM THE 

BATTLE! 


I wit 
TO_FACE YOUR 


DESTINY. 


FORGIVE 


ME...SISTER! 


THE 
CHROME M... 


AGAIN! 


~BUT NG 
{| YOUR AIM 
FAILS 


yOu! 


HOW WISE 
PALLADIA IS-- 
JEALOUS OF YOUR 
POWER, SHE'LL WAIT 
FOR YOU TO 7/RE 
BEFORE SHE 
KILLS YOU! 


SEE 
HOW SHE 
RILES US! WE 
ARE ELDERS, BEINGS 
OF VAST W/SDOM--ANO 
YET SHE FORCES 
OUR BREATH 
WEAPONS. 


~” FACE 
VAEVIETUS 
FOR BATTLE» 
\ COUSIN! 


YOU £46, 
PRETENDER! 


Pc SEED 


HER BETRAYEL LIES 
IN ME ALONE, COUSIN-- 
WHY DOES SHE NOT 
FINISH ME HERSELF ?7_2 


a 


TEC 
DO WHAT 
MUST BE DONE 
«COUSIN, 


PAULLACIAL SS 
| )2722 GE CECEIVED 
A ME NO LONGER! 


Aq 


ON THE FIELO BELOW... 1G 


OAUGHTER... 
RALLY THE BS 


YOU SHALL 
QlE BETWEEN 
MY JAWS! 


The Whelp? VW 


ARINY OF 
THE VALLEY! 


THE BATTLE 
CAN $7/2é BE OURS. 
BY OUR LORO'S COMMANE, 
FOLLOW AMIE AS YOU 
FOLLOWED HIM... 


LE7 US 
CLEANSE THE. 
LAN OF THIS 
FOUL INSULT! 


-»f Undo now, to power 


You are 
the Chromium's 
PAWD! Stay this 
attack! 


I cannot 
let this addle~- 
brained menace 
stop me... 


for YOU, dear 
Brother... 


It was 
gou, Brother, who 
BOUND me, buried me 
under the BOOTHEELS 
of your precious 
= humans... 


For the 
first forty 
gears, 1 WEPT at 
gour betraygal~~but then, 
nothing was LEFT 
but scorn! 
Tcoald 


kif! you UTTERLY 
as traitor to the 


PALLADIA? 
SINCE WHEN HAVE 


ELDERS RAMPAGED [- 


MINOLESSLY OVER 
THE HUMANS? 


SINCE 


WHEN HAVE v 
ELDERS USED FIRE AO 
ANO BRUTALITY 
OVER _ GRACE AND 
INTELLECT? 


RELENT~-the FOOL 
rebound, his power 


misspent! 


B\: 


bh) 


ee, hihi 


NOW 
WE SUFFER 
THE INDIGNITY OF 
THIS CA/LO/SA QUARREL 
BEFORE PRYING EYES. 
I ASK YOU WA |5 
THE TRAITOR 
HERE? 


I_ ONLY 


MIRED 

THAT LITTLE 
GIRL--NOTHING MORE. 
ANO YOU WERE 


HUMAN 
THROWN 


INTO A JEALOUS 
RAGE! 


. 
have forgiven 


you everything, 
Brother! But 
this? 
You 


Jishonor 


SPELLIOFR 


MAKING! THE POWER OF COVE... 


IT CAN MAKE A SINGLE 
i : TEAR CROP -- 
Ohmar | - 
mecta porem : : } 
dutar osme 
semu dor. 


THE 
ANCIENT 


SPELL...QUICKLY... 


WHILE SHE IS 
STARTLED. 


"Palin 


empcor 
dindus dragu 
mecca, 


I THOUGHT 
IT WOULO MA7TER, 
BUT IT DOES NOT. IFINO \a@ : j 
I LEWE YOU, NOW MORE ]} : ee =, "AGAINST THE BLOOD IN 
THAN WHEN YOU | Z : “ : My VEINS, I FOUGA7 HER, TO 
WERE HAM... G y ae REPAY THOSE PEOPLE FOR 
: % WHAT SHE DID TO THEM... 


IS THERE 
NO WAY WE 


TICKERY MAN? 


IS WO, AD'AMRA 
THOUGH IT CLEFAS 
MY HEART. 


LIVED AS 
A AUMAN FOR 
SO LONG BECAUSE ‘ : - 
IT WAS NECESSARY -- \ ae 
I LEARNED YOUR WAYS "ANOW MY TASK IS ENOED, 
SO AS TO FROTECT | ANO I MUST LEAVE. FOR 
MY SLEEPING , IAM AN ELDER."... 
~~ SISTER. , . q 


"WE HAIL FROM THE DAWN 
wal eed AQ'AMBA...ANO 
E ARE FOREVER. 


"LIKE THAT LITTLE GIRL, 
EIGHTY YEARS AGO, you 
ARE BUT A Wik OF MY 
WEARY, ORAGON’S EYE... 


I HAVE 
MAR KE? 
THE ROUTE, |T 1S 
BUT A GAY'S 
FICE 


HE EXPIRED 
NEAR THE HEIGHT OF 
THE AIR BATTLE ... SMILING 
AT THE 7RIUMNPA HE 
KNEW WOULD 
BE OURS. 


THE ORC’S 
SWORD WAS 
POISONED. HE DID 
NOT SUFFER 
Ee : 


IT IS 
¥OU/ WHO 
LEADS US NOW, 
MY LADY. 


THE 
BATTLE’S WON, 
FATHER! 


«FATHER? 


YOU'VE 
EARNED THE 
RIGHT AD'AMRA 
CONGRATULATIONS 


FEAR NOT. 

IT SEEMS WE 
HAVE DEFEATED EVEN 
THE ACCURSED RAIN. 

ALL SHALL BE AS 

IT WAS LONG 

AGO. 


“THOUGH YOU WOULD BE 
ihiy? ONE, AO’AMRA...I CAN 
EVER LOVE AGAIN.” 


NOR I 
HUELL... 


Elder Dragons 


Welcome to the second issue of 
Elder Dragons! 


As you all know, Elder Dragons 
are the most feared and revered 
creatures in the annals of 
Magic: The Gathering. That is 
because although they are 
_ creatures, only those planes- 
walkers who are brave enough, 


or foolish enough to summon | 


them can even hope to contain 
them. Oftentimes, even hope is 
‘not enough. 


In the legends of Dominaria, 
the Elder Dragons have ascen- 
ded far beyond the physical 
realm that most dragons 
inhabit. Elder Dragons are 
_ Special. They are not bound by 
the forces that can bind most 


dragons. Although they can be 


summoned, do not be fooled. 
The Elder Dragon is always the 
one in control. 


Did any of you recognize Ham 
the Tickery Man’s alter ego? 
If you said, “That's the 
Chromium Dragon, Rhuell 
from Ice Age on the World of 
Magic: The Gathering #3!” then 
you win! Give yourself a pat on 
the back! That is indeed Rhuell, 
albeit a younger version of him- 
self. In the centuries after this 
story takes place, 
became trapped in the Shard of 
Twelve Worlds. The Shard was 
a splinter of reality, broken 


‘into a Dragon Whelp) in an 


Rhuell | 


from the universe as a the 


result of ‘the incredible power 


unleashed during the Urza- 


Mishra War on Dominaria. 
e Shard © 
as much as any planeswalker, 


Waiting to escape 


Rhuell allied himself with 


the wizard Faralyn (indeed, 
the very mage that meta- 


morphed Vaevictus Asmadi 


effort to learn the nature of this 


bizarre Hamomenons 


Rhuell was befriended by 
Ravidel, who was Faralyn’ S 


young - apprentice and spell- 


squire. As recounted in the 


Magic: The Gathering Wayfarer 
miniseries, Ravidel had been 


cast out of his own world, 
which was experiencing disas- 
ters just as bad, if not worse 
than Dominaria’s Ice Age. Both 
exiles, trapped in the splinter of 


. : _ a umiverse, it’s easy to see how 
THE STORY OF RHUELL __ the dragon and the spellsquire 


_ could bond so powerfully. Alas, 


the relationship between Rhuell 
and Ravidel would come to a 
tragic end—an end that would 
eventually turn the course of 
history on the world of 
Dominaria. 


Faralyn, a planeswalker used to 
traversing the vast expanse of 
the universe, was slowly going 
mad trapped in such a tiny 
portion of it. After more than 
two millenia in the Shard, 


a plan that would manipulate 
‘several of his most powerful 


th Avenue New York, NY. 10001 


the scheming wizard launched 


cohort planeswalkers into 
slaughtering one another. The 
unleashed mana of this magic 
duel would be strong enough to 
punch a hole out of the Shard, 
effecting poy s escape. 


The expansive duel incited by _ 
ned the ‘Null 


_ Moon, the p ane of Azoria, and a 
_ the Adarkar Wastes of Terisiare 
In the centuries that passed, 


on Dominaria. Sadly, the 
Chromium Dragon Rhuell was 


killed by Tevesh Szat. The 


tentacled Doom of Fools 
used a Sleight of Mind/ 
Terror spell combination to end 
the dragon’s life. Ravidel was 
also killed. : 


Another of the duel’s parti- 
cipants, Kristina of the Woods, 
used her power to resurrect 
Ravidel. Betrayed by his 
master, bereft of his only 
friend, Ravidel went insane 
and cursed the well-meaning 
planeswalker for bringing 
him back. Centuries later, 
he would return to -_Domi- 
naria astride a planar barge 
made of Rhuell’s remains in 
order to exact his revenge 
on Kristina and set a trap 
that would lure all of 


his enemies back for a final — 


day of reck-oning. A Planes 
walker War...If you've been 
following Rhuell’s journeys, 


here’s a bit of advice..keep 
watching. We're not done 
with him just yet. 


Ga bs * 


Fans of Magic: The Gathering 
are also aware that there 
are five Elder Dragons: The 
Chromium Dragon, Vaevictus 
Asmadi,  Palladia Mors, 
Arcades Sabboth and Nicol 
Bolas. Well, what would you 
say if | told you that there was 
a SIXTH Elder Dragon! If 
you're interested, check out 
the side bar on 


This book 
is coming soon, and we think 
it’s looking incredible! 


Art Holcomb - Writer 
Art Holcomb: started writing 
when he was eleven and hasn’t 
stopped yet. Trained as a 
screenwriter, Art has sold sto- 
ries to the Star Trek television 
series, as well as to comics, 
short stories and film. Art was 
only too happy to draw upon 


his Chinese heritage to incor- 
porate the Asian myth of 
the Tickery Man into Elder 
Dragons A Magic: The 
Gathering Legend. His experi- 
ence in dealing with licensed 
properties like Star Trek 
allowed for him to keep 
his indomitable cool during 
several bouts of Wizards of 
the Coast approvals. On top 
of all this, Art also hopes to 
complete his first novel this 
year. He lives in Southern 
California with his wife 
and: fellow writer, Barbara 
Wallace, and two sons. He 
sleeps very little and has 
adopted several young 
writers strictly for taxpur- 
poses...hence the nickname 
“Big Daddy.” 


Doug Wheatley - Artist 
Doug Tropea-Wheatley’s pen- 
cils graced Acclaim Comics 
pages for the first time with 
the miniseries, 
but this will certainly not be 
the last! Doug was born and 
raised in Winnipeg, Manitoba 


Canada. Aside from taking 
commercial art and fine art im 
high school, Doug is a self- 
taught artist influenced by 
George Freeman, Nick Burns, 
Michelangelo, Roy Krenkel 
and Frank Frazetta. After two 
years in the industry, turning 
out work most notably for 
Marvel's Midnight Sons and 

titles, Doug is most 
noted for his extremely 
detailed pencils, his love of 
high fantasy, and his endless 
well of enthusiasm. Doug got 
married in October 1994, 
has no children, and can 
always be seen harassing 
editors at the San Diego 
Comic Convention. 


A special nod to Rick Neilson 
and the gang at Digital 
Chameleon for coloring each 
comic book page of 
directly from the 
pencils. Comic book inkers 
across the country should be 
quaking in their boots! 


-~JEOF VITA ASST. EDITOR 


_ olin lithographs 


ame tllustrator 


Ed Beard Jr. 


SELECTIONS FROM; 
Wizards of the Coast "MAGIC"; LEGENDS, FALLEN EMPIRES, 
JYHAD, ICE AGE and more ! 
fron Crown Enterprises; Tolkien MIDDLE-earth "The Wizards" 
CARD GAME copyright Tolkien Enterprises 1995 Images of; 
, GANDALF, SMAUG and host of magical characters based on the 
“LORD OF THE RINGS" and the "HOBBIT" 
Officially licensed to Ed Beard Jr. by lron Crown Enterprises 
DAEDALUS GAMES; Shadowfist Card Game 


Companion Games; 


FLIGHTS OF FANTASY COLLECTO 


ee Empires, 
) CARD SET 


1 -800- 887-5772 FREE Catalogue! 


Hello once again, planeswalkers! 


This is Shawn F. Carnes, one of the - 


tried and tested rules gurus for the 

_ Magic: The Gathering trading card 
game here are Wizards of the Coast. 
This time around, we get a chance 
to sink our teeth into the finale of 
(#2, that is) and 
ech the climatic finish as 
attempts to crush those who 
defeated her eighty years earlier! 
As always, I will comment not only 
_on the action as it unfolds in the 


“comic, but also on how it relates to 


the game of Magic: The Gathering. 


There are some neat surprises in 
this issue, so enough talk—let’s get 


__ to the action! 


The action picks up after Palladia- 


Mors’ escapes from her prison. The 
conniving | ielp begins to 
implore Palladia-Mors. for his 
reward in rescuing her. Such 
reward, however, does not come 
without its price, as the Whelp is 
transformed into the horrific 
| Va . With Palladia’s 
forces fleshed out by the 

whom Red Donald was to fight, 
and the raised from the 
graveyard of the vallaee courtesy of 
Palladia’$ 

some cheerleading from a 


), he is ready, to” exact 


his vengeance. 


The Shimian Nightstalker is an 
interesting creature which made its 
debut in the Legends set. Though 
it's used in the story largely to 
“amuse” Palladia, there is some- 
thing special enough about, this 
~catd that you may want to recon- 
sider it if you have passed it by, It is 
a 4/4 creature which cost 3 color- 
less mana and 2 black to summon. 
For a black creature, it has an inter~ 
esting special ability: if you spend 
an extra black mana and tap the 
Nightstalker, you can redirect any 
damage done to you by a creature, 


‘to the Nightstalker. (Though it’s 


(and 


probably a bit morally question- 
able...well, that’s black!) This is a 


great ability when mixed with 


some other cards, such as any of the 
Wards. Put a ion a 
Nightstalker, and not only is it pro- 
tected from red damage, but you 
can be too! 


The villagers are not without their 
preparations against Palladia. Red 
Donald, humbled by his betrayal 


by the Dragon Whelp, prepares his _ 


army for war. In the midst of the 
preparations, Ad’amra finds 
enough time to confess her feelings 


of love to Ham, only to have them 
turned down. Ham cannot love her, 


and when the battle is enjoined on 
both sides, we quickly find out 
why—-Ham is none other than the 

Rhuell! Rhuell 
has served as the Tickery Man to 
ensure the protection of the village 
from the manipulative Palladia. 


“Hlis services are called upon in a 
hurry, as we get to the battle ied 


which ensues! 


The battle is most bloody! I don’t 


think I’ve ever seen anything quite 
like it. The turn of the battle, how- 
ever, is not done with sword, but 


_with trickery, namely on Rhuell’s 


part. As Vaevictus Asmodi and 
Rhuell clash in mid-air, Rhuell 
plays to Vaevictus’ blood-lust; he 
sets Vaevictus against Palladia- 
Mors, turning Palladia’s biggest 
(and probably most powerful) sup- 
porter against her. In a heated fury, 
Pallddia and Vaevictus clash, 
with Palladia simply unmaking 
Vaevictus as easily as she created 
him. The clash between Rhuell and 
Palladia, however, would not’ be 
resolved so easily. 


Palladia attacks with her flame 
breath, based probably on the red 
in her casting cost. Rhuell counters 


' this with his own icy breath, which 


if you compare Rhuell to the 
Chromium Elder Dragon Legend 
from the game, could be based: on 
either the blue or white in his cast- 
ing cost. The two dragons lock 
talons, with Palladia digging deep 
into Rhuell. Ad’amra, sensing 


Rhuell in trouble, casts a spell that 


definitely gets Palladia’s attention, 
a «, | would hypothesize, 
which is a sort of windy/watery 
version of a | in that the 
damage dealt is the equivalent of 
how much mana you pump into 
the spell. However, while the 
Hurricane does do damage to fly- 
ing creatures, it does not affect 
ground creatures, and deals equiv- 
alent damage to all players 
involved. Arcus taught Ad’amra 
well! In any event, this gives Rhuell 
enough of a distraction to unleash 
some well placed strikes 
to bring the mighty Palladia down. 


I found it interesting that the Elder 
Dragons could cast spells that were 
as powerful as their physical mani- 
festations. This is something I 
could believe and agree with. 
Dragons are powerful creatures, 
especially Elder Dragons. Compare 
an Elder Dragon to any other drag- 
on in the game and you start to see 
what I mean. With all the power 
and punch these dragons have, it is 
easy to see why they are some of 
the more popular cards in the 
game. If you haven't got one, and 
are new to Magic: The Gathering, 
try picking up some Chronicles 
booster packs—all five Elder 
Dragons (Palladia-Mors, Vaevictus 
Asmadi, Chromium Dragon, 
and ‘ = ) were 
reprinted in this set. 


Until next time, may the power 
of the Elder Dragons be yours 
to conn] 

—Shawn 
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